WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER 
ENTERTAINMENT SYSTEM. 

A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light pattems or flashing lights. Exposure to certain fos 
or backgrounds on a television screen or while playing video 

games, including games played on the PlayStation®2 console, may induce 

an epileptic seizure in these individuals. Certain conditions may induce | 
previously undetected epileptic symptoms even in persons who have no 

history of prior seizures or epilepsy. If you, or anyone in your family, has an 
epileptic condition, consult your physician prior to playing. If you experience 
any of the following symptoms while playing a video game — dizziness, altered 
vision, eye or muscle twitches, loss of awareness, disorientation, 

any involuntary movement, or convulsions — IMMEDIATELY discontinue use 

and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation®2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD 
type. Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer 
Entertainment America may damage your console and/or invalidate your 
warranty. Only official or licensed peripherals should be used in the 
controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION®2 FORMAT DISC: 

¢ This disc is intended for use only with PlayStation®2 consoles 

with the NTSC U/C designation. 

Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 
Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and 
keep it in its protective case when not in use. Clean the disc with a lint- 
free, soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 
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GETTING STARTED - ese 


MEMORY CARD slot 2 —————______ 
| 
MEMORY CARD slot 1 


OPEN button 


USB connector 


controller port 1 ———————! | * Note: Illustration may not match all 

controller port 2 —————_| PlayStation 2 console types. For owners of 
SCPH-70000 series PlayStation 2 systems, refer 

to the setup instructions supplied with your system. 


Set up your PlayStation®2 computer entertainment system according to the 
instructions in the Instruction Manual. Attach game controllers and accessories 
as appropriate. Make sure the MAIN POWER switch (located at the back of the 
console) is turned on. Press the ®)/RESET button. When the © indicator is 
green, press the & button and the disc tray will open. It is advised that you do 
not insert or remove accessories once the power is on. Make sure there is 
enough free space on your memory card (8MB)(for PlayStation®2) before com- 
} mencing play. 


Place the Conflict: Global Terror™ disc on the disc tray with the label facing up. 
Press the © button again and the disc tray will close. 

Follow on-screen instructions and refer to this manual for information on using 
the software. 


STARTING UF- ese 


DUALSHOCK’2 ANALOG CONTROLLER CONFIGURATIONS 


L2 button 
L1 button 


directional 
buttons 


left analog stick 

(L3 button when pushed down) 
SELECT button 
ANALOG mode button 
START button 

right analog stick 

(R3 button when pushed down) 


» MEMORY CARD (8MB) (FOR PLAYSTATION®2) & SAVE GAME DATA 
To save game settings and progress, insert a memory card (8MB)(for 
PlayStation®2) into Memory Card slot 1 of your console. You can load saved 
game data from the same card or from any memory card (8MB)(for 
PlayStation®2) containing previously saved games. 


; If you’re a Conflict veteran chances 
are a lot of Conflict: Global Terror will 
be familiar to you. But a lot won't be. 
Here’s a list of improvements made 
since Conflict: Vietnam™ (if you're a 
Conflict rookie, welcome aboard - 
you've picked a mighty fine time to 
join up): / 


¢ The artificial intelligence of the 
enemy has been significantly 
improved for the toughest video 
game opponents you'll face (e.g. 
enemies seek and hold cover more 
aggressively, they can lean and fire, 
retreat when injured, use grenades 
in combat). 


Your squad are brighter, too, and 
will now strafe during combat, not 
waste unnecessary ammo on well- 

protected terrorist scum, and make 
full use of their surroundings. 


The revised and enhanced squad 
control system features a more 
intuitive structure which promotes 
better flow during play (e.g. by 
default orders are issued as a 
group, healing the wounded is now 
a one-button solution). 


Increased actions for more realistic 
navigation of environment (e.g. 
climb up onto ledges, vault over rail- 
ings, climb ladders, use zipwires). 


¢ The aiming system has been 
reworked to give better and more 
authentic control over the action. 


New character animation has been 
implemented - go from crawling 
through to running in a silky 

smooth and more realistic-looking 
transition. 


Full online co-operative support, 
allowing for up to four players to 
team up for some unforgettable 
moments on any of the game’s 
levels. 


A new convenient ‘quick grenade’ 
system lets you deploy explosive 
fun at the touch of a button. 


And last but by no means least, the 
audio/visual department has been 
working double time, resulting in the 
finest looking and best sounding 
Conflict experience to date. 


W Load profile 
Select this option if you're returning to 
Conflict: Global Terror and wish to 

A continue a previously saved game. 


Create new profile 

Select this option if you’re new to 
Conflict: Global Terror or wish to start 
a new game. 


TRAINING 
SINGLE PLAYER 


Default profile 

Select this option if you would like to 
play using the standard game profile 
(only recommended for brief game 
sessions). 


Training 
Select from Basic or Advanced training. 


Single player 
Select from New game or Load game. 


Multiplayer 
Select from Split screen, LAN or 
Internet. 


Edit profile 

Select from Controller Vibration 
on/off, Invert look on/off, Help 
Messages on/off, Controller Layout 
(two options), or Rename Profile. 


Options 

Select between Widescreen on/off, 
Refresh Rate (50/60Hz or Test), 
Center screen or Audio settings 
(Music, FX and Headset volumes, 
Voice audio through speakers or head- 
set, plus Mono, Stereo or Dolby Pro 
Logic II™). 


Tip: If you're new to the Conflict 
series, we strongly recommend you go 
through the Training missions before 
engaging the world’s terrorists. We 
can’t obviously force you to do so but 
we can guarantee you'll be glad you 
did - trust us, you won't survive for 
very long otherwise. 


Tip: Use your game saves carefully. 
Each mission offers a limited number 
of saves depending on the difficulty \ 
level selected (five for Easy, four for . 
Normal, three for Hard) which you can 
use whenever you see fit. 


}_ BASIC CONTROLS 


L2 button 
L1 button 


directional 
buttons 


left analog stick 
(L3 button when pushed down) 


SELECT button 
ANALOG mode button 
START button 


right analog stick 
(R3 button when pushed down) 


R1 button 


A button 
O button 
X button 
0 button 


Action (open door, climb, 
vault, use zipline, reload, give 
item, place C4) 

Change stance 

(crouch, prone (hold), stand) 
Trigger delayed order 

(when set) 

Inventory (hold) 

Command menu (hold) 


Right ana. LOOK up/down, Rotate 

logstick —|eft/right 

@® Toggle Normal/Aim mode (click) 

prectonst Within game world: Select 
character $/¥§, Lean <=/=; 
Within inventory: Select 
weapon/item $/§, Change 
grenade quick throw assign- 
ment ¢/= 


[Ri | Fire, Use item, Change 
weapon mode (whilst in 


inventory) 


Toggle Normal/Night/Thermal 
vision, Toggle laser on/off 
(whilst in inventory) 


rg Move forward/backwards, 
stick Strafe left/right 
© Zoom (whilst in aim mode) 


Tip: Why use a door when you can eas- 
ily sneak in through an open window? 
Remember you can vault over objects, 
pst » allowing you increased options when 
Kea! | formulating your strategy. 


Tip: It’s perfectly possible to play 
} through the game using the aim mode 


Grenade quick throw 
Map, Mission objectives 
Pause, In-game menu 


(first-person) view, of course. The 
most obvious advantage is the way it 
allows targeting enemies in a more 
direct manner. However, bear in mind 
the resulting reduction in peripheral 
vision when compared with the stan- 
dard third-person mode. 


The inventory is your gateway to 
weapon and item heaven. Simply 

" press and hold @ to open it, use the 
t/4 directional button to select the 
item you desire and release @. 
Remember to keep an eye out for 
the ammo/Sstock level which is 
helpfully displayed. 


Tip: Grenade aiming. There is no 

» need to compensate for gravity - when 
instructed your character will auto- 
matically throw a grenade to the spot 
the cursor is over. 


Tip: By pressing and holding (GE 
button you can ‘cook off’ grenades - 
clutching a grenade while the timer 
runs down and timing the throw so 
that it explodes almost as soon as it 
lands by your target. Remember to 
keep an eye on the counter so you 
don’t blow yourself up though... 


Alternate firing mode 
Press mgm and you fire. Simple. But 
hang on, there’s more. Many of the 
weapons have alternate firing modes 
such as semi- and full automatic char- 
acteristics or even grenade launching 
abilities. To activate these press and 
hold @ to open your inventory, then 
press gigm to cycle through the avail- 
able modes of the selected weapon 
and release ® when ready. 


Tip: Keep an eye on your ammunition 
and reload frequently. The last thing 
you want is to launch a frontal assault 
on an enemy only to find you have to 
two rounds left in the magazine. You'll 
look silly. And get shot. 


Swapping weapons 

One of the keys to Conflict success is 
opting for the right gun in the right 
place. To make swapping between 
weapons in the inventory more intu- 
itive, items are grouped by category 
(e.g. you won't find a pistol snuggling 
in between a submachine gun and a 
sniper rifle) and the quicker you learn 
their position, the longer you'll survive. 


Tip: Remember you can quickly swap lar categories (e.g. a pistol for another 


the weapon you're holding with any pistol). Each character can carry two 
you come across in levels simply by large weapons plus a side arm, along 
pressing and holding @, provided with other items such as grenades 


you're exchanging weapons from simi- and health packs. 


> 


SQUAD CONTROL Alternatively, you can remain faithful to 

Share the responsibility. You can of a single character while controlling the ; 
course play through Conflict: Global others via the command controls. It’s ‘4 ? 
Terror by taking direct control of each entirely up to you but delegating duties "le 
character (switching between them by is a straightforward, painless and intu- | 
pressing /¥§ directional button). itive process. 


L2 button R2 button 
L1 button : : R1 button 


directional 
buttons 


__ A button 
left analog stick O button 
(L3 button when pushed down) X button 


SELECT button 0 button 
ANALOG mode button 
START button 


right analog stick 
(R3 button when pushed down) 


Follow/Hold position 

(0) Context order 

@® Toggle normal/delayed orders 

Prt | Toggle Fire at will/Hold fire 

Toggle Follow/Hold position 

Left analog stick Set character direction 

Right analog stick Move Advance cursor (crosshair) 

[D-pad] Select character #/}, Change order ¢=/=» 
Toggle Go prone/Stand up 


Tactical commands (hold to access) 
@ Toggle 


TR Hit The Dirt 
” Follow Me 
WO Fire At wil 
™ Delay Order 
Run To 


/ if 
ay Navigation 


f Place the Advance cursor in required 

' od spot, select character stance direction 
* and press © (use the «=/m directional 

button to cycle through the available 

order options - Run to, Walk to, 

Stealth to, Plant C4 and Claymore 

Mines, Mount). 


} 


UR hit The Diet 
Follow Me 


WO Fire At wit 
™ Delay Order 
~ Heal Jones 


Heal/Shield 

Press and hold gym, select character 
to heal/shield (select using directional 
buttons), place Advance cursor on 
character to be healed/shielded and 
press ¢=/=» directional button until 
Heal/Shield command, press @. (Note 
only characters with full health can be 
shielded - otherwise Heal is the 
default action.) 


Tip: When one of your crew is down 
his health bar will change to a MIA 
status (red). You'll then have three 
minutes to heal and get them back in 
the action. If you wait too long and 
the red bar becomes fully depleted, 
your mission is over. Rescuing MIA Se 
team members should therefore Re 
always be a priority. 


Tip: Remember that if you’re in con- 
trol of a MIA character you can order 
another squad member to come and 
heal you by pressing and holding [=m 
then pressing ®. 


OF Hit The Det 
Hold Position 
0 Fire At wan 2) BY 
* Delay Order 


Further commands 

Following the procedure above, you 
can apply the same principle for 
additional orders such as Pick up 
item, Open door, Mount vehicle, Kill 
enemy. In each case the Advance 
cursor will automatically change to 
indicate possible actions (which you 
can still override by pressing the 
«/= directional button). 


|._‘ Tip: While you can easily use your 

* squad members as cannon fodder 
during the first missions, this is a use- 
less strategy for later levels where 
you'll have to rely entirely on team- 
work in order to successfully complete 
your objectives. Therefore the sooner 
you get used to issuing commands in 
the thick of battle, the sooner they'll 
become instinctive. Trust your squad - 
they're more intelligent and resource- 
ful than they’ve ever been. 
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Context-sensitive commands (when 
near squad member) 

Give item - press and hold @, select 
item, press sigm (note in cases where 
multiple instances of an item are 
available from the inventory, each 
press of the mgm corresponds to one 
unit of the item being transferred) 


Heal - press @ (health pack is auto- 
matically selected near wounded) 


Take - press and hold @, select item, 
press mgm (only available when you've 
run out of health packs and are trying 
to heal a MIA character) 


Tip: Play particular attention to single 
player context-sensitive command 
situations which appear on screen 
(eg place C4). Apart from making life 
easier by offering you a quick one- 
button solution, they can also serve 
as the perfect indication of where 

to go next. 


CONTROLS (continveo) 


VEHICLE CONTROL Jump in a jeep and let your squad 

Why walk when you can drive? Should take advantage of the .50 caliber 

you find an armored off-road vehicle heavy machine gun and the Mk19 4 
sitting around invitingly don’t wait tobe grenade launcher available while you =i 


asked - not when there’s room for four. | speed to your next objective. 


L2 button R2 button 
L1 button —¢ °° Te R1 button 


directional 
buttons 


A button 


left analog stick O button 
(L3 button when pushed down) X button 


SELECT button C1 button 
ANALOG mode button 
START button 


right analog stick 
(R3 button when pushed down) 


) Driver: Embark, Accelerate; 
Gunner. & Passenger: Not used 

0) All: Disembark 

C) Driver: Brake, Reverse; Gunner & Passenger: Not used 

(A) All: Change seating position, Change item (hold) 

Tut | All: Command menu (hold). Default option is for 
all-squad control #/¥§ directional buttons select individ- 
ual characters) 

[Rt | Driver: Not used; 

Gunner: Fire; Passenger: Fire, Use item 

Descional Select character #/¥, select action <=/=— 

Aa Driver: Steer; Gunner & Passenger: Not used 

stick 


Driver: Not used; Gunner & Passenger: Zoom 
cnicg Driver: Not used; Gunner & Passenger: Look 
stick up/down/left/right 
@® Driver: Not used; 

Gunner & Passenger: Toggle Normal/Aim mode 


Directional All: Select character #/§ 
pa 


I 


VISION CONTROL 
It may be little, but you'll want to pay 
particular attention to the button 
on your Analog Controller (DUAL- 
SHOCK®2) as it activates the Night 
and Thermal vision modes - you're 
unlikely to survive the Conflict: Global 
Terror experience without getting to 
know them intimately. 


Night vision (available from 
‘Betrayal’ mission onwards) 

An indispensable tool when you find 
yourself in nocturnal missions or 
areas which suffer from poor lighting 
conditions. Your night vision goggles 
massively amplify any available light 
source to provide you with the see-in- 
the-dark ability of a cat but the trade- 
off is a grainy image and a loss in 
finer detail - in particularly complex 
environments (Such as a jungle) suc- 


cessfully picking out the enemy quick- 


ly can be an issue. 
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Thermal vision (available from 
‘Escort Duty’ mission onwards) 
Thermal imaging concentrates solely 
on highlighting sources of heat (dis- 
played as multicolored entities) at the 
expense of providing a detailed out- 
line of your surroundings (usually 
hues of blue). The range is shorter 
than night vision but it remains a far 
clearer and more immediate solution 
for spotting the opposition - even in 
the thickest of smoke, you simply 
won't miss them. 


in Lage 
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GAME EXPERIENCE WAV CHANCE DURING ONLDGE PLAY 


Had enough of fighting world terrorism 
on your own? Don’t despair, you can 

» always join forces with friends. 

» Cooperative gaming represents the 
pinnacle of the multiplayer experience 
and Conflict: Global Terror has been 
designed specifically with this mas- 
sively rewarding element in mind. 


SPLIT SCREEN 

Two players play through the single 
player Conflict: Global Terror 
campaign cooperatively on a single 
PlayStation®2. (With two players, each 
player controls a two-member squad.) 


Tip: You can continue a single player 
campaign in split screen mode by 
loading the single player mission 
rather than starting a new game. 


NETWORK (INTERNET) 

With the NETWORK service you can 
enlist in online multiplayer Conflict: 
Global Terror with players from all over 
the world. In order to play Conflict: Global 
Terror over the Internet you will need a A 
broadband connection with an Ethernet aes 


cable. Please note that vehicle control is 
not included in NETWORK gameplay. 


If your PlayStation®2 is not equipped 
with a NETWORK connector as stan- 
dard, you will need to purchase a 
Network Adaptor (Ethernet/modem) 
(for PlayStation®2) in order to play 
online. Note: Conflict: Global Terror 
does not support analog telephone 
modems, or any USB network 
adaptors. 


If you do not already have one, you ' 
need create a Your Network 
Configuration File using the network 
configuration application included in 
Conflict: Global Terror. \f you are 


— 


> 


unsure of which settings to enter 
please contact your Internet Service 
Provider (ISP) for assistance. 


There can be particular issues related 
to playing through a router or firewall, 
including sharing your internet con- 
nection via your Windows XP PC. In 
order to join or host a Conflict: Global 
Terror game from behind a firewall 
you must open the following ports 
(inbound and outbound): 


UDP ports 4658, 6500, 10010, 
13139, 27900 


TCP ports 4658, 6667, 28910, 
29900, 29901, 29920 


To host a game from behind a router 
with NAT (Network Address 
Translation), or a firewall, you will 
need to enable ‘port forwarding’ on 
the following ports to route data to the 
IP address of your PlayStation®2: 


UDP ports 4658, 6500 
TCP port 4658 


If you continue to have problems con- 
necting to other players, try bypassing 
your router or firewall by connecting 
your PlayStation®2 console directly to 
your broadband connection. 


For additional information related to 
setting up your PlayStation®2 for online 
gaming visit www.playstation.com and 
follow the appropriate links. 


Secondary DNS = 1.1.1.1 


Note: Conflict: Global Terror uses an 
account login based on GameSpy ID. 
You may either create a new account 
in-game, or use a previously created 
one (which you may have already for 
another game using GameSpy ID). For 
more management options for 
GameSpy ID accounts, including pass- 
word reminder options, please see 
http://www.gamespyid.com 


NETWORK (LAN) 

You can play cooperative multiplayer 
Conflict: Global Terror over a LAN (Local 
Area Network) by connecting up to four 
PlayStation®2 consoles via a network 
hub/switch (Separate purchase 
required). Please note that vehicle con- , 
trol is not included in LAN gameplay. 


To configure LAN play using either an 
Ethernet crossover cable to directly 
connect two PlayStation®2 consoles 
[Network Adaptor (for PlayStation®2) 
required], or to link up to four 
PlayStation®2 consoles via a hub or 
switch, create a Your Network 
Configuration File using the following 
settings: 


Console one 
ISP = Other 
User Name and Password Required 
(PPPoE)? = No 

DHCP = No 

IP address = 192.168.0.1 
Netmask = 255.255.255.0 
Gateway = 1.1.1.1 

DNS Addresses Automatically 
Obtained? = No 
Primary DNS = 1.1.1.1 


Save settings but do not run a 
» Diagnostic Test. 


Console two 
IP address = 192.168.0.2 
Other settings as above. 


Console three 
IP address = 192.168.0.3 
Other settings as above. 


Console four 
IP address = 192.168.0.4 
Other settings as above. 


| GETTING STARTED 

Once you're connected, have signed-in 
with your GameSpy ID and are ready 
to play, you can choose from the fol- 
lowing options: 


Quick match 
Join one of the available online games 
at random. > 


Create match 

Start your own Conflict: Global Terror 
NETWORK session. Note: you cannot 
save the game while playing online. 


er we ee 
» HARDWARE 
erwomn odaptor (Eimernet) (lor Pleystarieese) 


Select the mission, level of difficulty, 
mode of play (MIA - players shot down 
can be healed by team members; 
Survival - no mercy mode, where any- 
one shot down is out of the game), 
and friendly fire on/off. 


SESSION NAME 
WERION 
DIFFICULTY 
MULTIPLAYER MOOE 
FRIENOLY FIRE 
PASSWORD 


Select the character you wish to play oe 
as, check you're happy with the ses- 
sion settings (you can change these 
as many times as you wish before 
starting a game) and you're good to he 
go. Note: the session cannot begin 
until all players have selected their 
role and clicked Ready. 


Note: Press and hold to talk dur- 
ing NETWORK games and the session 
lobby. Alternatively, you can pause the 
game and type messages to other 
players. 


_ 


MULTIPLAYER (continues) 


Tip: Leave the heroics to Hollywood - 
the key to success in multiplayer is to 
work as a team, with squad members 
supporting each other's actions. 
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So you’re good. But how good? Once 
online you'll find out. In addition to 
seeing your overall standing amongst 
the Conflict: Global Terror elite, you 
can look up any statistic relating to 
your performance as you'd like. 
Whether it’s the result of your latest 
multi-player session or how the indi- 
vidual missions of your single-player 
campaign compare to that of others, 
you'll soon know whether you cut 

it as one of the world’s best 

Conflict: Global Terror players. 


If you have a broadband connection 
and are signed into your GameSpy 
account (see NETWORK section), you 
can check your performance against 
others on the worldwide scoreboards. 


Certain stats increase your chances of 
being awarded multiplayer medals, 
which are proudly displayed on your 
own medals screen. Check out the 
other players on the scoreboards: the 
more stars they have on their 
medals, the better they are at 
playing the game. 


MISSIONS 


PLOT OVERVIEW 
» Bradley, Jones, Connors and Foley are 
~ no strangers to conflict, of course. 
While other Special Forces operatives 
‘ go on holiday, the Desert Storm veter- 
A an quartet passes the time by under- 
| going extensive counter-terrorism and 
counter-insurgency training. Unable to 
stray far from danger for long, they 
have emerged eager to face a new 
enemy. Meet Red Team, possibly the 
world’s finest rapid response counter- 
terrorism unit. And it’s about to face 
4 history's greatest terrorist threat to 
date... 


Tip: Use a specialist whenever possible. 
While all members of Red Team are 
fully weapons trained, it makes sense 
to exploit each of your squad’s individ- 
ual skills. So, say, you'd be better off 
keeping sniper duties assigned to 

' Sherman’s precise touch rather than 
transfer them to Connors and his fren- 
zied, trigger-happy approach. 


MISSION CHARACTERISTICS 

Your fight against global terrorism will 
take you to a variety of world locations 
and while they'll each have individual 
characteristics and demand a specific 
military approach, their settings at 
least dictate that certain general com- 
bat principles apply. 


Close-quarter combat 
Confined and corridor-based interior 


environments demand carefully con- ce 
trolled progression and will test your oa 
squad control skills as well as teach- 3 


ing you how to use surroundings for 
cover. Often, the maze-like geography 
means you'll also need eyes on the 
back of your head. 


Urban warfare 

A deserted modern cityscape is a 
sniper’s playground while every round- 
ed corner could lead you into perfect 
ambush territory. Proceed with utmost 
caution - you're often exposed and 
vulnerable to attack. Move quickly and 
decisively. 


Jungle warfare 

A treacherous, disorientating environ- 
ment which provides maximum cover 
for both defensive and offensive par- 
ties. Use the foliage to your advantage 
to navigate undetected and rely on 
silenced weapons to refrain from giv- 
ing your position away. 


Open ground 
Open areas have a nasty habit of 
attracting armored vehicles while pro- 
viding minimal cover opportunities. 
You'll need to rely heavily on your 
stealth skills while you sniper sweep 
the area, disposing of the enemy’s 
infantry before closing in and tackling 
the heavier opposition. 


Te 
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Tip: Explore your surroundings. You'll | MISSION (COMPLETED) STATISTICS 
be amazed how often the enemy has AND REWARDS 

left weapons, ammo and other useful 

f items lying around - the right tool for 

| the right job is often not too far away. 
In addition, you'll often pick up sec- 
ondary missions en route. 


Tip: Exploit your surroundings. Gas 
bottles, jerry cans and vehicles make 
excellent grenade replacements if 
shot. 


Tip: Lost? Don’t know what to do 


next? Remember you can press Every mission completed is followed 
button at any time fora mission map _ by a debriefing screen detailing the 
and details of your objectives. exploits of your team members, both 


as individuals and as a unit. 
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Your final score is based on these 

parameters, which ultimately deter- 

mines the overall grade and whether 

| a promotion is due to be awarded. 

Bae) Medals are awarded for scoring a high 
' number of kills. 
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THE SQUAD 


SERGEANT JOHN BRADLEY 


Role: Team Leader, 
Rifleman 

Height: _6’0 

Build: Muscular, Slim 


Ethnicity: Caucasian 
Age: 39 


DOB: May 15, 1967 
POB: Chicago, 
Illinois 


Military Record 


CORPORAL DAVID JONES 


Role: Demolitions 
Height: 54" 

Build: Muscular, Slim 
Ethnicity: African American 
Age: 36 

DOB: March 2, 1970 
POB: Detroit, 


Michigan 


Military Record 


101st Airborne Division 

U.S. Army Rangers 

1st Special Forces Operational 
Detachment - Delta Force 
CODEX Red Team 


Profile 


U.S. Army 3rd Infantry Division 

U.S. Army Rangers A) 
1st Special Forces Operational 
Detachment - Delta Force 
CODEX Red Team 


Profile 


Natural leader and all-round action hero, 
Bradley is one of the most respected 
Special Forces operative in current 
active service. Implicitly familiar with any 
form of assault rifle or pistol, Bradley's 
cool composure under fire inspires confi- 
dence in all who serve with him. 


Preferred weapons 

M4A1 assault rifle with M203 
grenade launcher attachment 
Mk23 silenced pistol 
Claymore mines 


Ignoring his parents’ advice to not 
play with fireworks, Jones has grown 
up to become the Special Forces’ 
explosives expert. A demolition genius 
- be it destroying fuel and ammo 
dumps or clearing barriers - Jones 
also doubles as a dependable SMG/ 
shotgun-toting combat operative. 


Preferred weapons ' 


MPSSD silenced machine gun 
Striker automatic shotgun 
C4 charges 


THE SQUAD 


CORPORAL MICK CONNORS 


Role: Support Gunner, 


Anti Tank Specialist 
Height: —_6’2” 
Build: Heavy, Muscular 
Ethnicity: Caucasian 
Age: sk 


DOB: January 28, 1971 
Hell’s Kitchen, 


New York City 


Military Record 

U.S. Army ist Infantry Division 

U.S. Army Special Forces Command 
(Green Berets) 

1st Special Forces Operational 
Detachment - Delta Force 

CODEX Red Team 


Profile 

Connors is a one-man army and heavy 
weapons fetishist. His superior build 
allows him to carry the largest arsenal 
and he’s happiest when laying down 
cover fire for the rest of the squad. 
Predictably, Connors is also the man 
best equipped to dispose of tanks or 
to take over gun turret duties. 


Preferred weapons 

M60ES light machine gun 
0.50 cal Desert Eagle pistol 
LAW 66 anti-tank rocket 


CORPORAL PAUL FOLEY 
Role: Sniper 
Height: _5’9” 

Build: Athletic, Slim 


Ethnicity: Caucasian 


Age: 36 

DOB: April 18, 1970 

POB: Jacksonville, 
Alabama 

Military Record 


U.S. Army 3rd Infantry Division 
U.S. Army Rangers 

1st Special Forces Operational 
Detachment - Delta Force 
CODEX Red Team 


Profile 

A sharp shooting sniper extraordi- 
naire, Foley still holds the record for 
the longest distance single-shot kill 
having taken down an enemy posi- 
tioned nearly two miles away. 
Exceptionally cool and calm under 
pressure, you can rely on Foley to 
cover your back. 


Preferred weapons 
WA2000 sniper rifle 
Beretta 93R pistol 


THE SQUAD (continues) 


CORPORAL CARRIE SHERMAN R 
Role: Sniper 


' Height: —_5’8” 

Build: Athletic, Slim 
Ethnicity: Caucasian 
Age: 27 

DOB: June 8, 1979 
POB: Seattle, 


Washington 


Police/Military Record 
Seattle SWAT 
CODEX Red Team 


Profile 
One of the first women to be assigned 
to an active Special Forces unit,.new- 
comer Sherman is an accomplished 
counter-terrorist sniper instructor with 
considerable field experience. Her 
_ excellent tactical knowledge and rock- 
) steady aim make her the perfect addi- 
tion to the team. 


Preferred weapons 
DSR-1 sniper rifle 
MAC10 silenced sub machine gun 


Your squad members may be the 
finest in their field, but they’re still 
human. This means each member is 
limited to two long weapons, one side 
arm and a healthy menagerie of com- 
bat accessories. The choice is consid- 
erable - Conflict: Global Terror fea- 
tures a vast array of the very latest 
arsenal, 


Pistols 

Only really effective in close range sit- 
uations, pistols remain a reliable fall- 
back option and can prove the ulti- 
mate stealth weapon when equipped 
with a silencer. 


Assault rifles 

Great all-rounders, with effective stop- 
ping power, decent accuracy and ver- 
satile options such as grenade 
launcher attachments. 


Sub machine guns (SMG) 

Not always the most accurate option 
but their rapid fire rate and compact 
nature make them particularly suited 
to close-quarter combat. Just make 
sure you don’t run out of ammo. 


Light machine guns (LMG) 

When sheer power is more important 
than accuracy you can rely on a light 
machine gun to get the job done. 
Huge magazine capacity makes it an 
excellent weapon for laying down cov- 
ering fire (and for decimating anyone 
who steps into its bullet stream). 


Sniper rifles 

Clearly the only choice when eliminat- 
ing enemies at long range, sniper 
rifles can still be remarkably effective 
in more claustrophobic situations in 
the hands of an expert marksman. 
Their magazine capacity tends to be 
limited, however. 


Shotguns 

Devastating at close range, shotguns 
rapidly become useless the moment 
distance gets between you and your 

target. An excellent choice for interi- 

or/building-based missions. 


Explosives 

If it's destruction you seek, look no 
further. Frag grenades will happily 
deal with infantry while théir rocket- 
propelled cousins can take on tanks 
and helicopters. Flashbang grenades 
stun the enemy while WP - white phos- 
phorous - set fire to anything they 
come in contact with). Claymore 
mines can deal with vehicles as well 
as infantry while C4 is usually best 
suited to clearing obstacles such as 
barriers or walls. 


Tip: Remember your accuracy 
increases the more stable your char- 
acter is. Therefore, whenever possi- 
ble, try shooting from a crouching 
position. Better still, go prone - you'll 
be surprised at how dramatically this 
maintains your firing precision (it also 
presents a harder target for your 
enemy to try and hit). 


WEAPONS (continued) 


Tip: Short controlled bursts conserve 
"= ammo (and improve accuracy). 
~~ Remember to exploit your weapon's 
alternate firing characteristics depending 4 
on the situation you're facing. 


Tip: Pick up ammo regardless of the 
weapons your character is carrying 
y win rather than fiddle around changing 
»* character- you can subsequently 
a share with appropriate squad mem- 
ber during a quiet moment. 


a Tip: Keep your squad strategy options 
~~ open by sharing weapons (and items) 
evenly - a sniper rifle specialist could 
always use a SMG for close combat 
encounters. 


Tip: Why waste your precious ammo 
when you can use your enemy's? 
Often, locating and taking over a gun 
' turret turns the tables on the opposi- 
tion while offering excellent cover fire 
5 for your squad. 


Tip: Don’t forget smoke grenades. If 
the going gets tough, they provide 
some excellent ‘get-out-ofjail’ style 
breathing room. ; 


— Sadly, not everyone is lucky enough to 
be born with military streak marching 
through their veins. But that doesn’t 
mean they can’t be taught. So listen 
up, here's a quick blast of warfare 
welfare to help out those who may be 
finding the going a little tough. 


Control 

There’s little point in charging into a 
hotzone guns blazing, Hollywood style. 
You'll just get mowed down. by enemy 
fire. Controlled, progressive move- 
ments will get you a lot farther. Hang 
back, formulate a plan and then 
deploy it systematically. 


Observe 
Always scout the ground ahead 

} (Bradley carries binoculars, remem- 
ber?), paying particular attention to 
high-level positions (the perfect 
spot for snipers) and potential 
ambush areas. 


Cover 

Remember you're operating as a team - 

cover fire is crucial for survival. Avoid 

grouping your team (it severely limits 

your vision range while simultaneously 

representing an easy target for the 

enemy) and instead position your squad 

in a manner that offers the widest pos- 

sible area cover - don’t go crazy though. 

Unless you absolutely have to, try not to 
move every team member simultane- 

' ously. It’s far better to make up ground 

Ri Fe in progressive fashion, moving one or 
~___ two into position before the remaining 

| | squad members do the same. It’s a 

| tried and tested way of ensuring some- 


one always has a finger on a trigger 
should the enemy suddenly pop 
out of nowhere. 


Priority 

Prioritize your targets. Attempting to 
eliminate infantry with two gun turrets 
firing down on you isn’t a particularly 
clever tactic. Generally speaking, you'll 
improve your chances massively if you 
take care of the biggest threat first 
(e.g. dealing with a sniper before you 
launch an assault on ground troops). 


Tip: Remember you don't only have 
guns at your disposal. Try to think 
about how to exploit the other items 
at your disposal (e.g. create diver- 
sions with grenades, or use thermal 
vision to spot the enemy in jungle 
situations). 
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LIMITED SOFTWARE WARRANTY 
AND LICENSE AGREEMENT 


YOUR USE OF THIS SOFTWARE IS SUBJECT TO THIS LIMITED SOFTWARE WARRANTY AND 
LICENSE AGREEMENT (THE “AGREEMENT”) AND THE TERMS SET FORTH BELOW. THE 
“SOFTWARE” INCLUDES ALL SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ACCOM- 
PANYING MANUAL (S), PACKAGING AND OTHER WRITTEN, ELECTRONIC OR ON-LINE 
MATERIALS OR DOCUMENTATION, AND ANY AND ALL COPIES OF SUCH SOFTWARE AND 
ITS MATERIALS. BY OPENING THE SOFTWARE, INSTALLING, AND/OR USING THE SOFT- 
WARE AND ANY OTHER MATERIALS INCLUDED WITH THE SOFTWARE, YOU HEREBY 
CLIGENSOR) OF THIS LICENSE WITH [TAKE-TWO INTERACTIVE SOFTWARE, INC.] 


LICENSE. Subject to this Agreement and its terms and conditions, LICENSOR hereby grants 
you the non-exclusive, non-transferable, limited right and license to use one copy of the 
Software for your personal use on a single console. The Software is being licensed to you and 
you hereby acknowledge that no title or ownership in the Software is being transferred or 
assigned and this Agreement should not be construed as a sale of any rights in the Software. 
All rights not specifically granted under this Agreement are reserved by LICENSOR and, as 
applicable, its licensors. 


OWNERSHIP. LICENSOR retains all right, title and interest to this Software, including, but 
not limited to, all copyrights, trademarks, trade secrets, trade names, proprietary rights, 
patents, titles, computer codes, audiovisual effects, themes, characters, character names, sto- 
ries, dialog, settings, artwork, sounds effects, musical works, and moral rights. The Software is 
protected by United States copyright law and applicable copyright laws and treaties throughout 
the world. The Software may not be copied, reproduced or distributed in any manner or medi- 
um, in whole or in part, without prior written consent from LICENSOR. Any persons copying, 
reproducing or distributing all or any portion of the Software in any manner or medium, will be 
willfully violating the copyright laws and may be subject to civil and criminal penalties. Be 
advised that Copyright violations are subject to penalties of up to $100,000 per violation. The 
Software contains certain licensed materials and LICENSOR's licensors may protect their rights 
in the event of any violation of this Agreement. 


LICENSE CONDITIONS 
You agree not to: 
(a) Commercially exploit the Software; 


(b)Distribute, lease, license, sell, rent or otherwise transfer or assign this Software, or any 
copies of this Software, without the express prior written consent of LICENSOR; 


(c) Make copies of the Software or any part thereof; 

(d)Except as otherwise specifically provided by the Software or this Agreement, use or install 
the Software (or permit others to do same) on a network, for on-line use, or on more than 
one console at the same time; 

(e) Copy the Software onto a hard drive or other storage device and must run the Software from 
the included CD-ROM (although the Software may automatically copy a portion of itself onto 
your console during installation in order to run more efficiently); 

(f) use or copy the Software at a computer gaming center or any other location-based site; pro- 
vided, that LICENSOR may offer you a separate site license agreement to make the Software 
available for commercial use;. 

(g)Reverse engineer, decompile, disassemble or otherwise modify the Software, in whole or in 
part; 
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(h)Remove or modify any proprietary notices or labels contained on or within the Software; and 


(i) transport, export or re-export (directly or indirectly) into any country forbidden to receive such 
Software by any U.S. export laws or accompanying regulations or otherwise violate such laws 
or regulations, that may be amended from time to time. 


LIMITED WARRANTY: LICENSOR warrants to you (if you are the initial and original purchas- 
er of the Software) that the original storage medium holding the Software is free from defects in 
material and workmanship under normal use and service for 90 days from the date of purchase. 
If for any reason you find a defect in the storage medium during the warranty period, LICENSOR 
agrees to replace, free of charge, any Software discovered to be defective within the warranty peri- 
od as long as the Software is currently being manufactured by LICENSOR. If the Software is no 
longer available, LICENSOR retains the right to substitute a similar program of equal or greater 


* value. This warranty is limited to the storage medium containing the Software as originally pro- 


vided by LICENSOR and is not applicable to normal wear and tear. This warranty shall not be 
applicable and shall be void if the defect has arisen through abuse, mistreatment, or neglect. Any 
nes warranties prescribed by statute are expressly limited to the 90-day period described 
above. 


Except as set forth above, this warranty is in lieu of all other warranties, whether oral or written, 
express or implied, including any other warranty of merchantability, fitness for a particular pur- 
pose or non-infringement, and no other representations or warranties of any kind shall be bind- 
ing on LICENSOR. 


When returning the Software subject to the limited warranty above, please send the original 
Software only to the LICENSOR address specified below and include: your name and return 
address; a photocopy of your dated sales receipt; and a brief note describing the defect and the 
system on which you are running the Software. 


IN NO EVENT WILL LICENSOR BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE SOFTWARE, 
INCLUDING DAMAGES TO PROPERTY, LOSS OF GOODWILL, COMPUTER FAILURE OR MAL- 
FUNCTION AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES, 
EVEN IF LICENSOR HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. LICEN- 
SOR'S LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR USE OF THE SOFTWARE. 
SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WAR- 
RANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUEN- 
TIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR EXCLUSION OR LIMITATION OF LIA- 
BILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND 
YOU MAY HAVE OTHER RIGHTS THAT VARY FROM JURISDICTION TO JURISDICTION. 


TERMINATION: This Agreement will terminate automatically if you fail to comply with its terms 
and conditions. In such event, you must destroy all copies of the Software and all of its compo- 
nent parts. You can also end this Agreement by destroying the Software and all copies and repro- 
ductions of the Software and deleting and permanently purging the Software from any client serv- 
er or computer on which it has been installed. 


~ U.S. GOVERNMENT RESTRUICTED RIGHTS: The Software and documentation have been 


developed entirely at private expense and are provided as “Commercial Computer Software” or 
“restricted computer software.” Use, duplication or disclosure by the U.S. Government or a U.S. 
Government subcontractor is subject to the restrictions set forth in subparagraph (c)(1)(ii) of the 
~ Rights in Technical Date and Computer Software clauses in DFARS 252.227-7013 or as set forth 
in subparagraph (c)(1) and (2) of the Commercial Computer Software Restricted Rights clauses 
: Laci! as applicable. The Contractor/ Manufacturer is the LICENSOR at the location 
isted below. 


EQUITABLE REMEDIES: You hereby agree that if the terms of this Agreement are not specifi- 
cally enforced, LICENSOR will be irreparably damaged, and therefore you agree that LICENSOR 


i 


shall be entitled, without bond, other security, proof of damages, to appropriate equitable reme- 
dies with respect any of this Agreement, in addition to any other available remedies. 


INDEMNITY: You agree to indemnify, defend and hold LICENSOR, its partners, licensors, affil- 
iates, contractors, officers, directors, employees and agents harmless from all damages, losses 
and expenses arising directly or indirectly from your acts and omissions to act in using the 
Software pursuant to the terms of the Agreement. 


MISCELLANEOUS: This Agreement represents the complete agreement concerning this license 
between the parties and supersedes all prior agreements and representations between them. It 
may be amended only by a writing executed by both parties. If any provision of this Agreement 
is held to be unenforceable for any reason, such provision shall be reformed only to the extent 
necessary to make it enforceable and the remaining provisions of this Agreement shall not be 


affected. This Agreement shall be construed under New York law as such law is applied to agree- 


ments between New York residents entered into and to be performed within New York, except as 
governed by federal law and you consent to the exclusive jurisdiction of the sate and federal 
courts in New York, New York. 


IF YOU HAVE ANY QUESTIONS CONCERNING THIS 
LICENSE, YOU MAY CONTACT IN WRITING 
TAKE-TWO INTERACTIVE SOFTWARE, INC. 622 BROADWAY, NEW YORK, NY 10012. 


END USER LICENSE AGREEMENT 


YOUR ON-LINE GAMING EXPERIENCE SHOULD BE AN ENJOYABLE AND PLEASANT ONE. TO 
ENSURE YOU AND OTHER USERS GET THE BEST OUT OF THE GAME YOU MUST ABIDE BY THE 
FOLLOWING NETWORK CAPABILITIES ACCESS TERMS (“AGREEMENT”). PLEASE READ THE 
AGREEMENT AND INDICATE WHETHER OR NOT YOU AGREE TO ITS TERMS BY CLICKING THE 
"YES" OR "NO" BUTTON AT THE BOTTOM OF THIS SCREEN. 


1. This Agreement can be accepted only by an adult 18 years or older. By clicking the "yes" button, 
you affirm that you are an adult 18 years or older and you are accepting this Agreement on your 
own behalf or on behalf of your minor child. 


2. This game is rated M for Mature/Interactive by the Entertainment Software Rating Board and is 
a 17+ rated game and has content that is unsuitable for anyone below this age. If you are under 
17 or if you do not wish to be exposed to violent subject matter, please do not play. 


3. Before you can play, you will be asked to create an account with a user name and password. 
Choose a pseudonym for your user name to protect your identity. Creating a name with profani- 
ties will find that the player name will be blocked. Global Star Software, Inc. ("Publisher") will 
never ask you for your password and you should not provide this information to any third party. 
Publisher will automatically save your user name and password to facilitate future game play only. 
You agree that you have no expectation of privacy or confidentiality in the personal information 
you may intentionally or unintentionally disclose through login, game play and chat. This game 
will not ask you for any personally identifying information. You should avoid saying anything per- ~ 
sonally identifying in chat. You agree that Publisher has no liability for any violation of this 
Agreement by you or by any other player. 


4. |f you have indicated on the registration page that you wish to receive marketing information from 
uS we may also use your data to send you marketing information from Publisher, its affiliated 
companies and third parties on other products and services. 


5. When you play, you agree to be respectful of your fellow players and never to engage in any 
behavior that would be abusive or offensive to other players, disruptive of the game experience, 
fraudulent or otherwise illegal. This includes but is not limited to: 


a. Harassing or intimidating other players while playing this game; 
| | 


b. Selecting a name or creating any other content that is racially, ethnically or religiously offen- 
sive, sexually abusive, obscene or defamatory; 


c. Using a screen name that is the real name of any other person; 
Making a false report of player abuse; 


Violating any local, state or national law including but not limited to laws related to copyright, 
trademark, defamation, and invasion of privacy and identity theft. Publisher reserves the right in 
its sole discretion to terminate your account if you violate this Agreement. This means that 
Publisher may block the account of any player who violates this Agreement without prior notice. 
To report violations or to inquire about a blocked account, visit Publisher at http://mww.global- 
starsoftware.com. You agree that Publisher has no liability for any violation of this Agreement by 
you or by any other player. 


es Subject to the terms of this Agreement, Publisher grants you a non-exclusive right to use the soft- 
ware for play on a PlayStation®2 computer entertainment system. There is no license to down- 
load game content other than what is necessary to facilitate game play. 


7, When you log on to play online, Publisher may retrieve information about the hardware, software 
and online connection you are using for copy protection, administration of the game site and 
other purposes. Publisher may also retrieve general statistical information about the use of the 
game for marketing research purposes. 


8. THIS SOFTWARE IS PROVIDED "AS IS" AND, TO THE MAXIMUM EXTENT PROVIDED UNDER 
| LAW, SCEA DISCLAIMS ALL WARRANTIES OF ANY KIND, WHETHER EXPRESS OR IMPLIED, 
INCLUDING BUT NOT LIMITED TO ANY WARRANTIES OF MERCHANTABILITY OR FITNESS 
FOR A PARTICULAR PURPOSE. Without limiting the foregoing, Publisher does not guarantee 
that you will be able to play CONFLICT GLOBAL TERROR™ at any time you want. From time to 
time, there may be problems related to access, delay and failure to perform that are beyond the 
reasonable control of Publisher. In the event of a dispute regarding your use of the software or 
your access to or use of the Internet, you agree that the sole liability of Publisher and its affiliat- 
ed companies will be limited to repair or replacement of this software. Publisher may in its sole 
discretion discontinue hosting of this game site at any time. You agree that Publisher has no lia- 
bility for any such discontinuance. 


9. This Software uses "DNAS" (Dynamic Network Authentication System), a proprietary authentication 
system created by Sony Computer Entertainment Inc. ("SCEI"). "DNAS" retrieves information about 
a user's hardware and software for authentication, copy protection, account blocking, system, rules, 
or game management and other purposes. The information collected does not identify the user per- 
sonally and will not be shared with any non-SCE company. A PUBLISHER CAN COMBINE THIS 
INFORMATION WITH PERSONALLY IDENTIFYING INFORMATION FROM THE PUBLISHER'S 
RECORDS IF THE USER PROVIDES THE PERSONALLY IDENTIFYING INFORMATION. BEFORE 
PROVIDING ANY PERSONAL INFORMATION TO A PUBLISHER, PLEASE BE SURE TO REVIEW 
THE PUBLISHER'S PRIVACY POLICY AND TERMS AND CONDITIONS OF USE. DO NOT PROVIDE 
PERSONALLY IDENTIFYING INFORMATION TO A PUBLISHER UNLESS YOU ACCEPT THE CON- 
DITIONS OF USE AND TERMS OF THEIR PRIVACY POLICY. SCEI, Sony Computer Entertainment 
America ("SCEA") and their affiliates cannot guarantee the continuous operation of the "DNAS" 
servers. SCEA shall not be liable for any delay or failure of the "DNAS" servers to perform. If you 
receive a message during login identifying a "DNAS" authentication error, please contact SCEA 
Consumer Services at 1-866-466-5333. For additional information concerning "DNAS", visit 
www.us.playstation.com/DNAS. In the event of a systems incompatibility or inoperability with 
DNAS, the sole liability of SCE, SCEA and their affiliates shall be limited to the repair or replace- 
ment of the user's affected game software, console or peripherals at the option of SCEA. SCEA, its 
parents, affiliates, or licensed Publishers shall not be liable for any delays, system failures, authen- 
at failures, or system outages, which may, from time to time, affect online game play or access 
thereto. 


oo 


—)) 


10. This Agreement shall be construed and interpreted in accordance with the laws of the State of New 
York applying to contracts fully executed and performed within the State of New York. Both parties 
submit to personal jurisdiction in New York and further agree that any dispute arising from or relat- 
ing to this Agreement shall be brought in a court within New York County, New York. 


11. Publisher in its sole discretion may modify the terms of this Agreement at any time. Such modifi- 
cations will be posted on the CONFLICT GLOBAL TERROR™ announcements page following your 
login and will become effective 20 days after the initial posting. The full, updated Agreement is 
always available at http://www.globalstarsoftware.com 


PRODUCT SUPPORT 
For U.S. Support: 

Phone: 1-866-219-9839 
Email: usa@take2support.com 
For Canadian Support: 
Phone: 1-800-638-0127 


Email: Canada@take2support.com 


http://www.take2games.com/support 
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WARRANTY 


2K Games, a division of Take-Two Interactive Software, Inc., warrants to the purchaser only that the 
disc provided with this manual and the software program coded on it will perform in accordance with 
the description in this manual when used with the specified equipment, for a period of 90 days from 
the date of purchase. 


If this program is found to be defective within 90 days of purchase, it will be replaced. Simply return 
the disc to 2K Games or its authorized dealer along with a dated proof of purchase. Replacement of 
the disc, free of charge to the original purchaser (except for the cost to return the disc) is the full extent 
of our liability. 

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, 
EXPRESSED OR IMPLIED. ALL IMPLIED WARRANTIES, INCLUDING THOSE OF MERCHANTABILITY 
AND FITNESS FOR A PARTICULAR PURPOSE, IF APPLICABLE ARE LIMITED IN DURATION TO 90 
DAYS FROM THE DATE OF PURCHASE OF THIS PRODUCT. 


2K Games shall not be liable for incidental and/or consequential damages for the breach of any express 
or implied warranty including damage to property and, to the extent permitted by law, damage for per- 
sonal injury, even if 2K Games has been advised of the possibility of such damages. Some states do 
not allow the exclusion or limitation of any incidental or consequential damages or limitations on how 
long an implied warranty lasts, so the above limitations or exclusions may not apply to you. This war- 
ranty shall not be applicable to the extent that any provision of this warranty is prohibited by any fed- 
eral, state, or municipal law, which cannot be pre-empted. This warranty gives you specific legal rights 
and may also have other rights, which may vary from state to state. 

You may not reproduce, prepare derivative work based on, distribute copies of, offer for sale, sell, 
transfer ownership of, rent, lease, or lend to others the Program or accompanying documentation, or 
any portion or component of the Program or accompanying documentation; provided, however, that 
you may transfer the entire Program and accompanying documentation on a permanent basis as long 
as you retain no copies (including archival or backup copies) of the Program, accompanying docu- 
mentation, or any portion or component of the Program accompanying documentation, and the 
receipt agrees to the terms of the agreement. Further you may not modify, reverse engineer, disassem- 
ble, decompile or translate the Program or accompanying documentation, or any portion or compo- 
nent of the Program or accompanying documentation, nor may you make any copies of the Program 
modules for use with other programs. This program is intended for private use only. 

2K GAMES 

575 BROADWAY 

NEW YORK, NY 10012 


RSA BSAFE® SSL-C and Crypto-C software from RSA Security Inc. have 
been installed. RSA is a registered trademark of RSA Security Inc. 
BSAFE is a registered trademark of RSA Security Inc. in the United 
States and other countries. RSA Security Inc. All rights reserved. 


This software uses "DNAS" (Dynamic Network Authentication System), 
a proprietary authentication system created by Sony Computer 
Entertainment Inc. to provide security and to help protect copyrighted 
content. The unauthorized transfer, exhibition, export, import or 
transmission of programs and devices circumventing its authentication 
scheme may be prohibited by law. For additional information, see 
www.us.playstation.com/DNAS. as 
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